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GREEN POWER BATTERY 3
Start the game with 3 green
Battery Markers on this card. Add
one to Green Lantern's Move,
Range, Attack, and Defense
numbers for each green Battery

L| Marker on this card.
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| ULV, 0R | [f you win initiative and the

difference between your roll and the |

OFFCER next highest roll is 10 or higher, you |

LIUBELRITR | may view all Order Markers on
opponents’ Army Cards.
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ll After moving and before attacking

with Green Lantern, you may choose |
Green Lantern or an adjacent figure
and remove a green Battery Marker
from this card. You may remaove any

marker on that figure’s Army Card, or A-ITACK 3

two markers if they are both Wound
Markers. Order Markers may only
be removed with this special DEFENSE 3

power once per round.




